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INTRODUCTION 


. Barrie’s original novel, Peter Pan (alt. Peter 
and Wendy) has been a fascination of mine since 
childhood. The world of concentrated imagination 
and childhood fantasy come to life, Neverland, is a 
vibrant background to a story that seems to tackle 
the very real pain associated with identity, change, 
and growing up. I can't simplify the way 

Neverland and the story of Peter Pan has been a backdrop to 
my life, and a personal metaphor during my own periods of 
identity and self-discovery. 

I've written of this story before, of my fascination with how 
much darker the story is than the way it’s been portrayed on 
screen, of how much credit Barrie gives his reader, and of my 
suspicions that this story has more to do with gender identity 
and gender roles than it has to do with age and simply leaving 
childhood. But none of that has truly scratched the itch for 
me. I needed, more for my own self than for any other reason, 
to dive deep into Neverland and bring the subtext of Barrie's 
lore to fruition. 

Of course, I can’t speak for him, and perhaps my 
interpretation of Neverland and Pan’s existence is purely my 
own active imagination at play. But it has been too loud for 
too long in my head and writing this setting gave me the 
chance to finally scratch that itch. 


AUTHORS 


This setting was designed for 5th Edition, but I welcome 
you to use it with any tabletop system or even with no system. 
Sit with your friends and imagine together, explore and 
create together, and discover yourselves together. 

Please be assured that you will not find the problematic 
and unnecessary elements of Barrie’s world, or of a certain 
mouse’s interpretation, within these pages. Specifically, you 
will not see offensive stereotyped depictions of Indigenous 
cultures. While I deeply admire Barrie’s work, and am 
grateful for the story he wrote, his ideas about these cultures 
are as inaccurate and inappropriate now as they were when 
he first put them to paper. 

If you read this book, and if you play in this setting, I thank 
you from the bottom of my heart. This story has a life-long 
place in my heart and sharing it with you is both terrifying 
and liberating. And so, if you've given it a chance you have 
truly seen a part of my heart and soul 

I want to thank all of those who were instrumental in 
making this happen, with a special thank you to my best 
friend who finally pushed me to create this. 

Avalon, you are the world’s best cat. 

And to everyone who was instrumental in the playtest 
stages, consulting process, and workshopping for this setting. 
Without you I would still just be daydreaming about this. 
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CHAPTER ONE: NEVERLAND 


NEVERLAND LORE 


everland is a world that exists impossibly 
amongst the stars. When approaching this 
floating world, it will appear as a chunk of 
earth as if someone had sliced into it like a 
pie. There is no visible sun, or moon within 
its orbit, but once there, day and night still 
come. 

Once upon a time, as they say, Neverland was created by 
the fae as a gift to all sentient life across the multiverse. On 
the journey to death, which we all will make, one must travel 
far and long through the stars. And one of the unfortunate 
truths about the universe is that death can summon anyone 
at any age. When children need to make this journey to the 
afterlife, it can be frightening. And so the fae gifted a magical 
place, fueled by the children's own imaginations to rest and 
play, halfway through the journey. While there, they forget 
about the life before, and so their fear for the rest of the 
journey is eased. Over time, many of those who passed on at 
any stage of life began to stop by the Neverland, to visit a 
place of joy, respite, and closure before finally passing on. 

Along with this gifted world, the fae appointed a very 
special being, who willingly agreed to ferry these children 
along the way so they would not need to feel fear. For a 
thousand years the job belonged to a young human woman 
named Maime Mannering, who dutifully ferried her charges 
to Neverland, and then to the beyond, with a joyful, loving, and 
entertaining spirit. After a thousand years, her deal was up, 
and she was given many fae gifts as a reward for her service. 
To replace Maime, the fae searched for years on many 
worlds, looking for one with the desire and the skill And 
finally, in the middle of a magicless world, in a plain garden, 
they found an Impossible Boy. They lived among humans, in a 
world with no notable remarkable beings that they could see, 
and yet they held certain features of the fae, including the gift 
of flight. Most importantly, they had a burning desire to 
escape to someplace better. 

The fae made a deal with the Impossible Boy, Bran. Soon 
after, although much too late, it was revealed to be a trick, 
pulled with the aid of a faerie companion, Tinkerbell, who 
was also in need of escape. She used her magic to give Pan 
flight, and together they took ownership of the Neverland. 
The fae were foiled, but as always, if a deal is made it is kept 
without exception. And so Bran, along with their faerie 
companion, became the new Pan of Neverland, ferryman for 
young souls. 

Of course, Pan was not particularly interested in the job as 
described, just the gifts it came with. And so, soon after 
arriving in Neverland, they stopped bringing along the souls 
they were meant to help. Instead, they realized they could 
instead bring any living person from the worlds below to help 
turn Neverland into their own magical everlasting kingdom. 


With Neverland no longer fulfilling its purpose, it devolved 
into something it was not meant to be, and over time twisted 
its nature. The creatures became the partially recalled 
memories of beings from the living world, often behaving 
antithetical to their nature as well The weather became 
erratic, tied intrinsically to Pan's unreliable memory and 
affected by his emotions. 

This does not mean that Neverland, Pan, or Tinkerbell, are 
all bad. In fact, sometimes, they are all good. The only truth of 
all three is that they are not what they were intended to be. 


RUNNING A CAMPAIGN IN 
NEVERLAND 


We've all experienced some hardship or trial that makes us 
wish, perhaps briefly, to the stars that we could run away to a 
place where those problems cannot follow. What if, one day, a 
strange being flew down out of the stars and told you that 
they could bring you to such a place? Not just to a place free 
from your current trouble, but with magic, and mermaids, 
pirates, and endless adventure? 

Would you have the courage to leave all you know behind 
and race across the stars? 

A campaign in Neverland can be independent, beginning at 
the moment when all of the player characters have decided to 
run away to Neverland, away from whatever it is within their 
backstory that has put them on the run. 

However, Neverland can also be used as an intermitent 
adventure within a longer campaign. Should the characters 
in an ongoing campaign encounter an enemy too vast, made a 
decision they cannot face, or experienced a loss too great, a 
GM could choose to give them an escape from that encounter 
via a visit from a mysterious fae being, promising to whisk 
them away. Should they accept, the characters are flown off 
to the Neverland for as long as the GM and party like before 
returning home, hopefully better equipped to handle that 
which they left behind. 


AGE 


It is my personal interpretation that JM Barrie's original story 
is not really about "growing up" as in becoming older -rather I 
believe "growing up" to Barrie meant being forced to fit into a 
designated role by society. As such, I would recommend 
resisting the urge to fill your party with only children PCs. 
Feel free to play adult characters, as Pan and the Lost Ones 
and all of the other NPCs included on these pages will be 
adult characters. 

However, should you and your party decide to play child 
characters, please ensure you discuss any changes to game 
play that will necessitate before you begin. You may want to 
make any damage to child PCs non-lethal, or ban it from the 
game all together, but please be mindful of the comfort of 
everyone at the table. 


ORIGINS AND CLASSES OF 
NEVERLAND 


Neverland exists as a point in space and time, separate from 
all the rest of the multiverse. As this is the nature of it, those 
who travel to Neverland, known from that moment on as the 
Lost Ones, can be from any place sentient life is found. 

The classes (rogue, barbarian, etc) and origins (elves, 
dwarves, etc) available for the Lost Ones are any that exist in 
5th Edition, and any supplemental or homebrewed classes 
your GM will allow. For those with the creative homebrew 
spirit, | would encourage you to include origins from other 
lore, should the GM approve. 

The Lost One's came from anywhere, with a wide range of 
possible backgrounds. The one and only thing they need to 
have in common prior to the start of the game, is that 
something in their life made them wish for a way out. 

Player characters can be brand new to Neverland, or could 
have been there for many years. If you need help deciding 
where your character is at the start of the game, or wish to 
randomize, there is a chart in the character options chapter 
on page. 

Fae. The only potential conflict for player characters in this 
setting is that of playable fairies and pixies. While I would not 
discourage you from playing these races in this setting, I 
think that GMs should encourage those expressing interest in 
playing a faerie character to come up with a creative reason 
as to why they have decided to run away to a place the fae 
had built. Are they unaware of this history, or are they aware 
and motivated because of that history? Will they keep it a 
secret from those they are traveling with, or will they be an 
informed guide to this strange new place? 


FACTIONS OF NEVERLAND 


All of those who are brought to Neverland by Pan are first 
brought to the Lost Camp atop the floating islands. 


From there, many stay, although not all. Many over the 
decades have found reason and opportunity to run away from 
Pan and the rest of the Lost Ones, and they've managed to 
make Neverland their home. Some remain on their own, 
staying out of Pan’s way and braving the island alone. Others 
have formed factions that serve as Neverland’s resistance 
presence. 


THE LOST ONES 


When someone is first brought to Neverland, Pan guides 
them through the planets and stars and the blackness of 
space until finally, they tumble into the bright and colorful 
image of Neverland. The camp they bring you to is located 
atop a cluster of smaller, floating islands. Tree houses, tents, 
and burroughs full of inhabitants cover the surface of the 
floating camps. 

When the PCs arrive, Pan introduces them to The Lost 
Ones - and begins to refer to the newcomers as one of them. 
They are equally as eclectic in both origin and class as those 
who have just arrived at the camp, and in their receptiveness 
to newcomers. 

During the day, the Lost Camp is full of laughter and games 
for those that remain at camp, while others go off to 
adventure throughout Neverland. Occasionally, Pan will 
personally request a few of the Lost Ones to accompany them 
on one of their adventures, usually meaning an encounter 
with the Pirates, the Mollusks, the Scorpions, or perhaps a 
meeting with the mermaids. 

The Lost Ones are all very loyal to Pan, but not all of for 
the same reasons. Some may express true admiration or 
even love for Pan, others may act loyal out of fear, and some 
may seem to simply prefer the Lost Camp to the rest of 
Neverland. 

This group typically has very little to no memory of their 
life prior to arriving in Neverland, although some may have 
trinkets on them from their former life. Any talk of recovering 
memories with the Lost Ones may confuse, frighten, or 
possibly anger them. 


THE MOLLUSKS 


The Mollusks are one faction in the Neverland Resistance. 
Those who leave Pan’s Lost Camp and join this faction 
believe that the best way to learn about Neverland, and to 
defend against the hostile creatures that inhabit it, is to 
remain unseen as much as possible. They live in a network of 
caverns found under the surface of the water in caves along 
Neverland’s coast, including the cave at the mouth of 
mermaid lagoon. 

These entrances are not easily found by those who do not 
know how to look for them. Should the Mollusks trust one 
enough to lead them there, it appears to be a normal water 
surface. While swimming down, it may seem like a trick. 
However, once you are fully submerged, you immediately 
enter a fresh - yet musky - air and see the vast underground 
tunnels around you, with the water surface remaining safely 
above your head. 


Because of their affinity for sneaking, secrets, and mystery, 
The Mollusks are harder to find than any faction on 
Neverland. While you will find a mix of all classes and origins 
among their ranks, you may see more rogues, artificers, 
rangers, and wizards than other classes. Ra 


THE SCORPIONS 


The Scorpions are another faction within the Neverland 
Resistance. Those who leave Pan’s Lost Camp and join this 
faction believe that the best approach is an offensive one, and 
often plan direct attacks against the hostile creatures in 
Neverland, and occasionally against Pan directly. They are 
strong and a powerful force to be reckoned with, however, 
their tactics make them a target in return. 

To counter this, the Scorpions move frequently, changing 
camps to different locations in the Crocodile Mountains. 
Adventurers wandering through the mountains may find 
abandoned campsites, even at seemingly impossible heights. 
While the Scorpions cover their tracks fairly well, they are 
also known to leave traps. They might return to an old camp 
eventually, waiting long enough to ensure those who 
stumbled upon it would no longer remember it’s location. 

Because of their tendency to fight offensively, the 
Scorpions are one faction adventurers may encounter on 
their journeys, and they best be prepared. While you will find 
a mix of all classes and origins among their forces, you may 
see more fighters, barbarians, sorcerers, and monks than 
other classes. 
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RELATIONSHIP BETWEEN THE SCORPIONS 
AND THE MOLLUSKS 

The Mollusks and Scorpions disagree with one 
another’s tactics, and the two factions may butt 
heads as a result. However, the Mollusks will still 
occasionally provide the Scorpions with 
information they’ve collected, and the Scorpions 
may defend the Mollusks if they are in immediate 
danger. The two are known to explicitly join efforts if 
a threat to the Mothers is suspected. 


THE MOTHERS 


The most elusive faction of the Neverland Resistance are the 
Mothers. They are a small but skilled group, who have 
dedicated their lives to protecting any children that are 
inadvertently brought to Neverland. Pan seems either 
ignorant to, or unaffected by the ethical implications of 
mortal children engaging in combat, and so this group of 
highly compassionate and equally capable people have built a 
system of hideouts within the trees of the Evergreen Forest. 

They do not make a habit of making themselves known, 
except to other known members of the Resistance. They also 
keep the original copy of the memory restoration potion 
recipe, as their location is the most well-hidden. 


In this magical safe house, should your party encounter it, 
you will find adult caretakers from every class, origin, and 
gender. Although those there are caring and compassionate, 
do not discount them as incapable. Many of them have been 
on Neverland for centuries, and have held their own in many 
a battle. When the Mollusks here of another child brought to 
Neverland, they report this information to the Mothers so that 
they can execute a rescue. Similarly, if a threatening being is 
near to the Mother’s camp, the Scorpions will often stage a 
major assault to distract the enemy. 

The two leaders of the Mothers are Lilly and Wendy, two of 
the first runaways of Pan’s Lost Camp. Lilly was the very first 
to run away from the Lost Camp, only a few days after she 
was brought to Neverland. The thing that bothered her most, 
wasn't her own situation - she was a grown woman taking a 
risk of her own accord - but some of those Pan brought to 
Neverland were quite young, and she felt that they may not 
really understand the dangers they might face while 
adventuring with Pan. So, she managed to sneak away with a 
few of the younger ones, those who were frightened, and 
found a place to hide. 

Not too many months later, when Pan brought the next 
round of Lost Ones to the Neverland, Wendy arrived. She felt 
duped by Pan's promise for adventure after her first trip 
aboard the Jolly Roger. Two Pirates and two Lost Ones 
perished for real that night, and she realized that she wasn't 
trading her troubles back home for a life of adventure - she 
traded her old troubles for new ones. So she left, and while 
wandering lost in the trees of the Evergreen Forest, she was 
found by Lilly. 

Together they shared their worries and concerns, fell in 
love, and dreamt of finding a way off of Neverland. But as 
time went on, more children arrived there, and their goals 
became less about themselves, and more about keeping them 
safe from the dangers of this impossible island. So, they built 
a safe place for themselves, the children, and along the way 
other adults who ran away who shared their concerns over 
the many years they have remained. 


TO —————— 


"MOTHER" 


The word "Mother" is a genderless designation in 
Neverland, as it just means one who nurtures and 
protects children or anyone unable to defend 
themselves. In the Mother's camp, you will find 
caregivers of all genders represented. 


Wendy and Lilly by @AnumationArt 


CHAPTER 2: NAVIGATING NEVERLAND 


SOY he geography of Neverland is inherently 
nonsense. 

When flying above Neverland, traveling is 
relatively simple. One can clearly see the 
different regions and can safely drop into them 
as they wish. However, the weather and 
topography of Neverland can change within a 

few footsteps of distance, with snowfall happening inches 
away from one’s face while they stand at the edge of a tropical 
forest. While traveling by foot, finding landmarks to mark 
your path is difficult, as often trees, plants, and even rocks 
may move or shift on their own. Because of this, those with 
typical survival skills may still struggle to find their way when 
traveling by ground. All Player Characters suffer disadvantage 
when rolling to navigate, unless they have a skill or item that 
negates that penalty, like Second Star to the Right. 

Star maps are a precious item found in Neverland that can 
guide you to your location. A star map is a dry starfish that 
has had a particular location whispered to it by the 
mermaids. Once this happens, a unique pattern of tiny, star 
shaped holes will appear on the underside of the starfish. 
When held up under the moonlight, the star map will match 
the stars above, drawing a clear map guiding you to one 
specific location. While these maps are incredibly useful, they 
are difficult to obtain, for you need a mermaid to give it to you 
willingly. 


GM Tip 


Don't be afraid to enact consequences of the erratic weather 
changes onto your players. Sudden heavy rains may obstruct 
vision, sudden snowfall may slow them down, or they may 
even find that lightning can strike just about anywhere - at any 
time. 


While traveling by foot on Neverland, the Lost Ones may 
learn that nothing is what they expect. Plants and rocks may 
act bizarrely sentient, and creatures they anticipate to be 
hostile may in fact be quite the opposite. 


THE LOST CAMP 


The Lost Camp is the first thing most people who arrive in 
Neverland will visit, as it is home to Pan and the Lost Ones. 
This camp is actually a series of campsites on a cluster of 
floating islands that hover above the south east coast of 
Neverland. The campsites are all full of treehouses, log 
cabins, hammocks, and other makeshift living spaces, as well 
as several enchanted pots that create a magical stew that 
never runs out. 


RESOURCES 


There are not many natural resources in the Lost Camp, but 
there are things that can frequently be acquired here. 
Missions to the mainland often result in casualties, due to 
which weapons and armor in varying conditions are often 
brought back and discarded into a pile for the taking. They 
may not be in the greatest of conditions, but they are free. 


COMMON NEVER WEAPONS 


Name Damage Range 
Wooden Sword 1d4 slashing Sft 
Club 1d4 bludgeoning 5 ft 
Blow Dart 1d6 piercing 10ft/60 ft 
Wood Bow 1d4 piercing 80 ft/320 ft 
Slingshot 1d6 bludgeoning 30 ft/120 ft 


Armor in Neverland is often made from natural materials 
as they are, for example oversized Tortle shells strapped to 
the Lost One’s back, or leaves boiled and sewn into a thick 
chest piece. The Lost Camp has no concept of advanced 
crafting beyond a bit of sewing or whittling, so to find higher 
quality armor, one would need to venture to the mainland and 
acquire it from a member of the Resistance, by trade or by 
force. 


COMMON NEVER ARMOR 
Name AC 
Leaf 11+ Dex 
Bark 12 + Dex 
Shell 14 


Description 
Thick leaves sewn with twine 
Splintered Wood Chest Plate 


An unaltered Tortle Shell, Worn as a shirt 


FLIGHT 


Should you wish to leave the Lost Camp, there's only one way 
to do so without certain death: flight. Pan and the faeries who 
inhabit the isle of Neverland are the only creatures who 
possess the ability to fly naturally. All other Neverland 
inhabitants who wish to do so must obtain faerie dust. If a 
Lost One does develop the ability to fly without the aid of 
faerie dust, they would do their best to hide this ability from 
Pan. Flight that they did not freely give causes Pan a great 
deal of anxiety, and they may lash out unpredictably. Fighting 
while flying takes a great amount of concentration, and so a 
constitution 13 saving throw must be made. Pan will dust all 
the residents of the Lost Camp each morning with enough 


faerie dust to get them through the day. 
———————————— ee 


ACQUIRING FAERIE DusT 


Pan is the only person on Neverland known to have 
plentiful Faerie Dust, thanks to Tinkerbell. Fairie 
presence besides Tinkerbell on Neverland is rare. 
One sprinkling of faerie dust will give a Lost One 
approximately eight hours of flight. For those new 
to Neverland, this flight may take some getting 
used to. 
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MERMAID LAGOON 


Just north of the Lost Camp, on the far east side of Neverland, 
you will find a mysterious and magical lagoon inhabited by 
Merfolk. The Lagoon is surrounded by rocks and caves some 
of which have entries below the water line. There is a long, 
thin line of beach between the Lagoon and the nearby 
grasslands and the Nevergreen Forest. There, one can often 
find many beautiful shells, rocks, and occasionally bits of the 
merfolk treasure that has washed up on shore. While it’s safe 
to take things found upon the beach, be very wary of taking 
things from the water itself. The merfolk are defensive of 
both their home in the water, and of the things in it - both 
living and inanimate. They will even defend the water itself, if 
they believe it to be threatened. 

On the north most side of the lagoon is Mermaid Cave, a 
very large and deep stone cavern that is impossibly dark the 
moment one steps inside. The floor of the cavern is 
underneath roughly one foot of lagoon water, making it 
difficult to move around inside quietly. At night, it is typically 
empty, however, during the day, Croc is known to sleep there 
to escape the light. 


CANNIBAL COVE 


If any newcomers were to stumble upon Neverland without 
the aid of Pan, just as the Pirates of the Jolly Roger once did, 
they would likely find themselves in the port of Cannibal 
Cove. This is a very wide C-shaped body of water that spills 
out into a giant waterfall off the southmost coast of 
Neverland. If one wanted a swim, it’s safest to say as far north 
as possible, for once you venture too far toward the mouth of 
the cove, the waterfall will start to pull 

As Neverland does not have a center, there is technically no 
“bottom” to this waterfall The Lost Ones have running bets 
about what happens to someone who has gotten sucked over 
the edge - whether they be stuck there forever, or will 
eventually pop back on the other side of Neverland someday. 


CROCODILE MOUNTAINS 


The Crocodile Mountain range runs entirely down the 
centerline of Neverland. The northernmost mountains are 
snow-covered, with no snow at all appearing on the 
southernmost mountains. Through the center of the range, a 
river, formed by the melting snow of the northern mountains, 
forms to run straight down to Cannibal Cove. 

There are many pathways that spiral up the side of these 
mountains, left primarily by the Scorpions, who call these 
mountains home. One may often find deserted campsites, 
freshly covered tracks, or even the embers of a recently 
extinguished fire - but the Scorpions know these mountains 
well, and are unlikely to be found unless they want to be 
found. 

The majority of figments that Lost Ones might encounter 
while climbing the mountains are those that can fly, however, 
some bugs and plants may show up as well. Remember, from 
the high points of these mountains, one will have a great view 
of their surroundings, however, it will be difficult to hide as 
well. 


EVERGREEN FOREST 


On the west side of Neverland is a thick green forest that, in 
some places, is so thick with towering, full-leafed trees it can 
block out the sunlight. This wood is heavily populated with 
figments of all types, but very few sentient creatures are 
found there. At least - not ones who are easily found. 

The Evergreen Forest can be quite helpful in gaining cover 
from flying enemies or unpredictable weather, however, it can 
be harder to see the stars above in order to navigate by way of 
a star map, as the stars above will be obscured by the thick 
tree tops. 

Pan least often travels to this particular forest, as none of 
his favorite enemies reside there. However, he is known to 
send groups of Lost Ones there to obtain supplies and food, 
and many Lost Ones will adventure there when not otherwise 
engaged, to hunt figments for fun. 


NEVERGREEN FOREST 


On the far east side of Neverland is a thin forest of 
perpetually dead or dying trees that form a half-circle around 
mermaid lagoon. While the trees always appear to be dead or 
dying, they never fall to the ground or rot, staying in stasis 
through any amount of time or change in the weather. 

The figments that populate this wood are mostly the 
crawling type, bug and crustacean-like creatures who have 
wandered too far from the beach of the lagoon, as well as the 
flying figments who will fly in through the very open and 
sparse tree tops to rest on branches. 

This area provides some small amount of cover, but still 
provides a clear view of the sky, and importantly, mermaid 
lagoon and the coves. The Jolly Roger, additionally, sails by 
this forest during its periodic laps of Neverland. 


SKULL ROCK 


Just off the north east coast of Neverland, just before the sea 
water begins to pour over the edge of the Island, is a giant 
rock formation named "Skull Rock" by the Pirates. It does 
not look at all like a skull, but it is the last thing the Pirates of 
the Jolly Roger remember searching for when the Jolly Roger 
sank. 

When they arrived on Neverland, they assumed they had 
miraculously found their sought destination. A bit of denial 
and the memory-clouding effects of Neverland prevent them 
from confronting this reality. 

Should the pirates ever take prisoners, be them Lost Ones, 
Merfolk, or others, they would hide them at Skull Rock. Hook 
has also been known to try to lure Pan to this location to 
finally get his revenge. 


NEVERLAND 


Bkull Rock 
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CHAPTER 3: CREATING A CHARACTER 


CLASSES, ORIGINS, AND 
DECISIONS 


The classes and origins available for the Lost Ones are any 
that exist in 5th Edition, and any supplemental or 
homebrewed classes your GM will allow. The Lost One's 
came from anywhere, with a wide range of possible 
backgrounds. The one and only thing they need to have in 
common prior to the start of the game, is that something in 
their life made them wish for a way out. Player characters 
can be brand new to Neverland, or could have been here for 
many years. If you need help deciding where your character 
is at the start of the game, you can roll on this chart. 


CHARACTER BACKGROUND 
d4 Result 


] Newcomer 
2 Pan's Crew 
3 Mollusks 
4 


Scorpions 


Newcomers Begin the game as they arrive in Neverland 
with Pan for the first time. Skill proficiency in Constitution 
saving throws, and Perception or Survival. Tool Proficiency in 
a Musical Instrument. 

Pan's Crew Begin the game as existing Lost Ones, and 
residents of Pan's floating island camps. Skill proficiency in 
Performance or Persuasion, and History or Nature. Tool 
proficiency in a Gaming Set. 

Mollusks Begin the game as a member of the Resistance, 
specifically among the stealth-focussed group who reside 
near Mermaid Lagoon. Skill proficiency in Sleight of Hand or 
Stealth, and Investigation or Perception. Tool proficiency in 
Thieves Tools. 

Scorpions Begin the game as a member of the Resistance, 
specifically among the offensive group who reside in camps 
along the snow-top mountains. Skill proficiency in animal 
handling or survival, and deception or intimidation. Tool 
proficiency in Navigator's Tools. 


MEMORY 


One of Neverland's natural abilities is that it can weaken ones 
ability to retain their memory prior to arriving. Upon the start 
of the game, or whenever the Lost One arrives in Neverland, 
they should roll on the Memory table below, and they should 
do so again at each new level they gain while in Neverland. 


MEMORY 
d20+Wis Result 
1-7. only remembers Neverland 


8-12 remember only the events that led to them 
coming to Neverland 


13-17 only early childhood memories are lost 


18+ retain all memories prior to Neverland 


NEVERLAND FEATS 


In addition to the feats already in 5th Edition, and other 
supplements your GM allows, consider taking these 
additional feats for your Lost One. 


SECOND STAR TO THE RIGHT 


Prerequisite: Intelligence 13 

This Lost One has managed to hold on to the odd patterns 
of the Neverland stars enough to use them as a map. When 
traveling by foot on Neverland, gain advantage on all 
navigation rolls as long as the night sky is visible, without the 
use of a star map. 


Happy THOUGHT 


Prerequisite: Wisdom 13 This Lost One has held on tightly 
to one memory strong enough that they are able to combat 
the effects of Neverland’s ability to erase one’s past from their 
mind. Gain advantage on all Memory table rolls, and extend 
the use of one dose of fairy dust for double the time. 


Sky FLIGHT 


This Lost One has had much practice flying and feels more 
comfortable mid-air now. They gain the ability to fight with 
their proficient weapons while in flight without making any 
saving throws to stay in the air, so long as they have faerie 
dust still in use. 


THE HIDDEN KIss 


Prerequisite: Spell Casting 

This Lost One has discovered their hidden kiss, a special 
and mysterious power hidden neatly in the corner of their 
smile. They can hide one additional spell per day that they 
know and have prepared. When all their spell slots have been 
spent, they may blow a kiss and cast this final spell as a 
bonus action. 


I Do BELIEVE 


Prerequisites: The Lost One has met their faerie, Charisma 
13 

This Lost One has met their faerie and managed to form a 
bond strong enough to linger when they are not nearby. This 
Lost One can use the remainder of their faerie dust in use to 
wish a fallen ally back to one Hit Point, once per day. If the 
Lost One has no faerie dust in use, but has some on their 
person, the vial it is kept in will be depleted to activate this 
feat. 


CHAPTER 4: THE OATH OF THE LOST ONE 


PALADIN SUBCLASS 


Credit: @AndreaScottArt 


In leaving his lost boys Peter left his successor with a simple 
yet potent command - to "protect everyone smaller than you". 
Taking these words to heart Thudd would, with the aid of the 
fae of Neverland, develop a style of combat centered on this 
principal. Fueled by the burning desire to live up to the Pan, 
those that walk this path are always there to protect the silver 
lining and maintain the happy thoughts of those under their 
protection. 


OATH OF THE LosT ONE SPELL LIST 
Paladin Level Spells 


3rd Animate Shadow, Faerie Fire 

5th See Invisibility, Misty Step 

9th Counterspell, Fly 

13th Dimension Door, Freedom of Movement 


17th Legend Lore, Creation 


CHANNEL DIVINITY 

When you take this oath at 3rd level, you gain the following 
two Channel Divinity options. See the Sacred Oath class 
feature for how Channel Divinity works. 


Faith, Trust and Pixie Dust. You can use your Channel 
Divinity to conjure fairy dust for yourself and your allies. You 
have a flying speed of 30 feet for 1 min. Each willing 
humanoid in a 20-foot-radius sphere originating from you 
when you take this action has advantage on any new saving 
throw against being Charmed , Frightened , or Possession 
or may immediately reroll to remove one Charmed , 
Frightened , or Possession effect. 


Detach Shadow 
You can use a bonus action to detach your shadow and 


summon it in an unoccupied space you can see within 15 feet 
of you for 1 min. This shadow is a magical, and a pitch black 
image of you that lasts until it is destroyed, until you dismiss 
it as a bonus action, or until you're incapacitated. 

Your shadow has AC 13 + your proficiency bonus, Hit 
Points 20 + 5 per proficiency bonus. If it has to make a saving 
throw, it uses your saving throw bonus for the roll. It is the 
same size as you, and it occupies its space. On your turn, you 
can mentally command the shadow to move up to 30 feet in 
any direction (no action required). If your shadow is ever 
more than 60ft from you at the end of your turn, it reattaches 
to you. 

When you take the Attack action on your turn, any attack 
you make with that action can originate from your space or 
the Shadows space. You make this choice for each attack. 
When a creature that you can see within 5 feet of your 
shadows moves at least 5 feet away from it, you can use your 
reaction to make an opportunity attack against that creature 
as if you were in the shadows’s space. 


BANGARANG 
Starting at 7th level, as a reaction you or your shadow can 
teleport up to 30 feet to an unoccupied space that you can see 
appearing in front of an ally that has been the target of a 
melee or ranged attack. You or your shadow become the new 
target of that attack. This can be done a number of times 
equal to your charisma modifier per long rest. 

At 18th level, the range of this ability increases to 60 feet. 


NEVER SAY GOODBYE 
Starting at 15th level, your allies’ faith in you is rewarded with 


vitality. Allies protected by the ability "Bangarang" regain hit 
points equal to 1d6 + half your paladin level. Additionally, you 
no longer age, and you can't be aged magically. 


THANK YOU FOR BELIEVING 
You have embraced the legend of the Pan. At 20th level your 
type becomes Fey, and you gain a flying speed of 60ft: 

Faith, Trust and Pixie dust Now grants a flying speed of 
30 feet to each willing humanoid in a 20-foot radius sphere 
originating from you, in addition to the original effects. 

When the time comes for the game to end, you are charged 
with finding a new guardian for Neverland. Once done you 
can age normally and rest. 


CHAPTER 5: FRIENDS AND ENEMIES 


FIGMENTS 


ife native to Neverland is unlike those found 
anywhere, in any realm. They defy nature 
simply because they are not a part of nature. 
The creatures who were not brought to 
Neverland from another world or plane of 
existence, are the cobbled bits of the 


imaginations of all living beings - called 
Figments. They are very often hybrids of two or more real 
creatures, or a real creature with something just slightly 
wrong about it. 

For example, you may encounter a turtle that is wickedly 
quick-footed, with razor-sharp teeth, or a tarrasque that's 
covered in fluffy fur and is only dangerous due to how badly it 
wants to cuddle. 

It is encouraged to invent your own unique Figments, as 
that is the basis for their existence - whatever your 
imagination can come up with. Some examples are included 
over the next few pages, as well as a chart to help get your 
started. 

Figments in Combat 

Figments are resistant to standard damage. Weapons 
enchanted with Fae Magic work best when fighting a 
Figment. 

Fae enchanted weapons deal an additional die of damage 
that cannot be resisted, depending on the success of the 
enchantment. These enchantments can sometimes be 
purchased from the mermaids, the fae, or traded by the 
spellcasters in the Neverland Factions. More rare Enchanted 
weapons may be found in some of the dangerous 
underground or underwater locations hidden throughout 
Neverland, often guarded by Figments. They may also be 
found in Faerie villages, like in Kensington Gardens. 


FAE ENCHANTMENT 


Rarity Additional Damage 
Common 1d4 
Uncommon 1d6 
Rare 1d8 
Very Rare 1d10 


NEVER TURTLES 


Turtles with the legs of a spider 
large Figment, chaotic evil 


Armor Class 17 

Hit Points 20(1d4 + 5) 
Speed 4Oft. 

Figment 


STR DEX CON INT WIS CHA 
3 (-3) 17 (44) 20 (45) 12 41) 12 (41) 16 (+3) 


Senses passive Perception 15 
Languages None 


Figment. Figment Rules apply to the Never Turtle. 


Multi Attack. Never Turtles make two bite attacks 
on their turn. 


Actions 


Bite. Melee Weapon Attack: +4 to hit, reach 5ft., 
one target. Hit 5 (1d6 + 2) 


Charge. Ranged Attack: The Never Turtle runs at top 
speed straight into targets within a 15 ft. cube. +4 
to hit, range 40 ft. Hit 6 (1d8 + 2) 


Web (Recharge 5-6). Ranged Weapon Attack: +5 to 
hit, range 30/60 ft., one creature. Hit: The target is 
restrained by webbing. As an action, the restrained 
target can make a DC 12 Strength check, bursting 
the webbing on a success. The webbing can also be 
attacked and destroyed (AC 10; hp 5; vulnerability 
to fire damage; immunity to bludgeoning, poison, 
and psychic damage). 


VENUS GRICK 

A beautiful large, colorful lilly plant, with petals that are 
like the tenticles of a Grick 

Small Figment, neutral 


Armor Class 10 


Hit Points 25 
Speed Oft. 

Figment 
LSS 
STR DEX CON INT WIS CHA 
1(-4) 142) 10(40) 3 (-3) 16 (+3) 13 (42) 


= el 


Senses passive Perception 13 
Languages None 


Flower Camouflage. The venus grick has advantage on 
Dexterity (Stealth) checks made to hide among 
flowers. 


Actions 


Multiattack. The venus grick makes one attack with its 
tentacles. If that attack hits, the grick can make one 
beak attack against the same target. 


Tentacles. Melee Weapon Attack: +4 to hit, reach 5 ft., 
one target. Hit: 9 (2d6 + 2) slashing damage. 


HOLDLINGS 


A hovering round eye about the size of a basketball, 
with two small eyes on appendages, with no 
mouths or other visible features 

Small Figment, chaotic good 


Armor Class 18 
Hit Points 30 
Speed Fly 20ft. 
Figment 


STR DEX CON INT WIS CHA 
11 (40) 12 (41) 8 (-1) 5 (-2) 10(+0) 20 (+5) 


Condition Immunities None 

Senses passive Perception 3 

Languages Can Understand common, does not 
speak out loud 


Spellcasting. Holdlings cast the cantrip friends at 
will. DC 15 CHA and the spell s/owas an action. DC 
12 WIS. 


CREATING YOUR OWN FIGMENTS 


FIGMENT COMPANIONS 


Holdlings and other Figments may not always be 
antagonistic. In fact, Holdlings are almost entirely 
defenseless. When your party encounters a figment like this, 
they may want to befriend it and add it to their group of Lost 
Ones. 

If no one in the party has animal handling or another 
relevant skill, they may expend eight hours worth of faerie 
dust to make a persuasion roll with advantage, to convince 
the figment they are safe and trustworthy. 


When inventing your own Figments, remember that they are willed into existence by the collective imagination of those who live 
on Neverland, including Pan. Due the Neverland's ability to cloud any memories of real creatures, plants, and monsters, they often 
become quite distorted. Below is how I spark ideas for new Figments of Neverland's collective imagination. 

If, for example, you rolled a Constrictor Snake with the appendages of an Adult Blue Dragon..you now have a flying snake. Roll 


multiple times on part 2 to further distort your Figment. 


d20 Base Creature (Part 1) 
1 Adult Blue Dragon 


But...(Part 2, repeat as 
d10 man times as you like) 


1 With the opposite 


7 Baboon alignment 
3 SCE Bees 2 The size of a...(Roll 
Wyrmling again on Part 1) 

‘ Crab 3 With the ability/spells 
5 Constrictor Snake of a...(Roll again on 
= Part 1) 

agle 

2 4 With the appendages 

Vy) Elephant of a...(Roll again on 
8 Frog Part 1) 
9 Gnoll 
10 Grick 
11 Hell Hound 
12 Owl 
13 Pegasus 


14 Phase Spider 
15 Purple Worm 


16 Scorpion 
17 Spider 
18 Stirge 
19 Tarasque 


20 Treant 


Croc 
Huge Figment, Lawful Evil 


Armor Class 19 
Hit Points 185 
Speed 35 ft. 


STR DEX CON INT WIS CHA 
20 (+5) 14 (42) 17 (+3) 6 (-3) 16 (43) 12 (41) 


Condition Immunities Frightened 
Senses detect undead 
Languages None 


Figment 
(a EEE 
Multi Attack. Croc makes two bite attacks on his turn. 


A Taste for Hook. Croc has advantage when tracking 
undead Neverland inhabitants. 


Actions 


Bite. Melee Weapon Attack: +5 to hit, reach 5ft., one 
target. Hit 10 (1d8 + 5) 


Tail Slam Melee Weapon Attack: +5 to hit, reach 1 Oft., 
one target. Hit 17 (2d8 + 5) DC 15 CON save to avoid 
being knocked back 5 ft. 


CROC 


e's never satisfied. The Croc is a Neverland 
Native creature who is the only one to ever 
successfully eat part of one of the undead 
people inhabiting the island - Captain JAS 
Hook. 

When Hook and the Jolly Roger first arrived 
accidentally in Neverland, Pan was offended 
greatly that the Pirates seemed to have no interest in staying 
in Neverland - and certainly had no intention of staying with 
Pan. More than that, the Pirates did not even have the 
decency to hide from Pan, as the other Neverland factions 
did. And so Pan and Hook had their first violent encounter. 

During this fight, Pan was nearly defeated by the Pirate's 
desperation to be done with this odd place. But in the final 
moments before Hook could plunge his sword into Pan's 
chest, he realized that his enemy had dropped their only 
weapon. Hook had never killed an unarmed enemy before, 
and did not intend to lose his honor now. And so he picked up 
the fallen dagger to hand it back to his foe. 

Pan has no such sense of Good Form, and used the 
moment of weakness cleverly, grabbing the dagger and 
immediately slicing the outstretched hand that held it - clean 
off of Hook's arm. 

Pan flew up into the air victorious, and tossed the hand 
overboard the ship into the sea, heading back to the Lost 
Camp with a crow as Croc emerged from the water for an 
unexpected treat. 

Turns out that the flesh of the dead is tastier than eating 
bland Lost Ones, and so Croc stalks the island looking for 
more ghosty snacks, or ideally, to finish off Captain Hook 
himself. 

Croc is a nocturnal creature, who spends its days hiding 
from the sunlight in the deepest part of Mermaid Cave at the 
northmost side of Mermaid Lagoon. 


Figment 

Croc is a true Neverland creature, and as such is inherently 
full of Neverland's own magic. Harming this beast with 
mundane damage will be a difficult endeavor. The creature is 
most vulnerable to fae damage, and will take an additional 
damage die from weapons imbued with fae magic. 


, 


Croc AND HooK 


Long ago, Croc swallowed the hand of the Pirate 
Captain JAS Hook. Since this hand, and Hook, are 
undead, Croc can sense Hook at all times, and 
hungers for him most of all. Should an opportunity 
occur during a combat for Croc to abandon his 
prey for Hook, he will most certainly do so. 

Note: This same honing device allows Hook to 
sense the approach of Croc as well 


MERFOLK 


OS he Merfolk are monochromatic, shimmering, 
elegant creatures with humanoid torsos and 
fish-like tails. Those that live on Neverland live 
in Mermaid Lagoon, and are nocturnal 
creatures. During the day, they take cover on 
the Lagoon floor in the nests they've made 
next to their treasure hoards. 

Merfolk are extremely charming, and as such, have very 
little trouble getting those that speak to them to tell them all 
manner of secrets. If you want something kept to yourself, 
you should not so much as whisper it near Mermaid Lagoon. 
Similarly, be careful to hang on to your things, especially if 
you're wearing something that shimmers in the sunlight, like 
gemstones or other jewelry. Merfolk will not steal it from you, 
but they most certainly will attempt to talk you out of it - and 
they can be quite convincing. 

Should you be lucky enough to see a Merfolk’s treasure, 
you could find things like valuable gems for trading or 
enchanting, magical armor or weapons, among other less 
valuable knick knacks. 

Merfolk will never let you take their things for free, 
including the water they live in. However, they will happily 
trade with you. Like the fae, mermaids will often trade 
physical items, including the star maps they make, for 
memories. Depending on the value of the item being traded, 
they may only request a small memory, like your first 
birthday, or the last thing you ate. For something quite 
special, however, they may ask for your first love, or your 
father’s name. 

Merfolk are the sole residents of Neverland able to make a 
star map, which they will sell for a price, or for a great favor. 

In order for one of the Merfolk to make one of these maps, 
the Lost One will need to provide them with as much 
information as possible about the place or item they wish to 
navigate to. The more details given, the more accurate the 
star map will be. Once made, it cannot be changed. The 
holder of the Star Map has advantage on all rolls to navigate, 
only while traveling to the location specified by this map. 


i 


PAN AND THE MERFOLK 

The Merfolk are quite friendly to Pan, and the Lost 
Ones as long as Pan is around to witness the 
interaction. Pan will often visit with the Merfolk at 
night, just before the end of the night, to find out if 
they've heard any secrets about the Pirates or the 
missing Lost Ones. 


————————————— Sy 


MERFOLK 


Medium Monster, Lawful Neutral 


Armor Class 15 
Hit Points 50 
Speed 30 ft./Swim 40 ft. 


STR DEX CON INT WIS CHA 
13 (41) 10 (+0) 12 41) 14 (42) 14 (42) 16 (+3) 


Condition Immunities Charmed 
Senses passive Perception 17 
Languages Aquan, Common 


Amphibious. Merfolk breathe both air and water. 


Shimmer. The scales of merfolk catch and reflect 
the light of the moon, drawing people in. Anyone 
who can see this takes disadvantage on charisma 
saving throws against the Merfolk. 


Actions 


Trident (Two-Handed). Melee Weapon Attack: +2 to 
hit, reach 5 ft., one target. Hit: (1d8) piercing 
damage. 


Trident. Ranged Weapon Attack: +2 to hit, reach 
20/60 ft., one target. Hit: (1d6) piercing damage. 


SPELL CASTING 
To make Merfolk stronger, you can give them Spell Casting in 
addition to their stats above. The spells most appropriate for 
these Merfolk would be focused on charming and water 
shaping. 

Consider Calm Emotions, Charm Person, Control Water, 
Drown, Seeming 


On 


FAE 


Ovaries do exist. 
They are, however, uncommon in Neverland. 
The only explicitly known faerie that lives in 
Neverland is Tinkerbell, the faerie companion of 
the current Pan. 
You may remember part of the origin of the 
faeries: 

"When the first baby laughed for the first time, the laugh 
broke into a thousand pieces, and that was the beginning of 
faeries." 

But since then one single faerie has been willed into 
existence for each and every sentient creature that has been 
born since. Your faerie is tied to you even now, even if you 
have never seen them or been in their presence. Your faerie 
knows your heart, and recognizes your magic. Should you 
ever be so lucky as to meet your faerie face to face - they 
could help you in ways no one else could, just by believing in 
you. 

The faeries live in Hedges. Secret, hidden worlds that are 
extremely difficult to discover if you have not been permitted 
to find it. There are rumors among the Neverland Factions 
that there is a Hedge somewhere in Neverland - they all cite 
different signs they have picked up on over the years - but 
none have ever actually found one. 

Without a faerie's invite, it is still possible to stumble upon 
the entrance to a Hedge, if one believes strongly enough and 
if the faeries can sense that no harm is meant to them. 
Should a Lost One believe they have found a Hedge, they can 
attempt to reveal it's entrance by pleading with the faeries 
with a DC 18 persuasian check, but this can only be 
attempted once at a particular location. If the Lost One fails, 
and the Hedge was in fact there, it will instantly move to a 
new location. 

The faeries inside lead quite normal lives, all things 
considered. They work, sell their wares, care for their 
families, and fight for them if necessary. They are also known 
to throw fabulous and extravagant celebrations with drinking, 
dancing, and games. 

A faerie ball is quite a formal event, and every faerie will be 
dressed in the finest, glittering ensemble that they can afford, 
including those who serve the drinks and play the enchanting 
music. 

Not all faeries have the same abilities, in fact they are as 
varied as any other person. Some are not very magical at all, 
only possessing the basic ability to make faerie dust and fly, 
while some can enchant weapons and armor, some can 
create legendary jewelry from plain stones, and a few can 
even imagine items or creatures right into existence. 


MEETING YOUR FAERIE 


If a Lost One is lucky enough to meet any faeries at all, they 


may ask help in finding their own faerie. Whether or not their 
faerie is nearby enough for this to occur can be the GMs 
discretion, a discussion between the GM and player, or if 
you'd rather it be left up to chance - a DC 15 Persuasion 
check to prove that the Lost One believes in them. 

Once found, the Lost One's faerie will always know how to 
find them. 


FAERIE EMOTIONS 
You may recall that Faeries are so small, they only 
have room for one emotion at a time. This is more 
pronounced in Faeries who are younger, less wise, 
or those who have been on their own for too long. 
It is important to note that although these 
strong shifts in emotion might temp a faerie to 
behave eradically, logic will always return and they 
may attempt to undo any mistakes they feel they 
have made. 


KENSINGTON GARDENS 


The proper home of the Faerie Royal Court, which is the 
origin home of the fae, is Kensington Gardens, a magical 
park in the midst of an otherwise unmagical world called 
"Earth". It is possible for the Lost Ones to travel there, should 
they find a faerie guide that trusts them enough to make this 
journey. 

Once there, they should be wise not to travel far from the 
Garden itself, especially if there are magical beings or non- 
humans among them - as the humans on Earth have no 
knowledge of these things and will most certainly react 
poorly. 

Queen Mab rules over the main Faerie kingdom in the 
Hedge of Kensington Gardens, and is as old as the existence 
of Faeries herself. She is timeless, extremely magical, and 
can come off as a bit cold. However, she is extremely loved by 
those she rules over, and it's clear by her actions that it is a 
mutual love. 


Oe 


PURCHASING WARES FROM A FAERIE 

The Fae will trade for any item you can spare, but 
they most prefer to trade valuable items for 
memories, as the Merfolk do. Unlike the Merfolk, 
however, the fae are not known to make unfair 
trades, even if one is offered. 


"TINKERBELL 


Oy inkerbell is the faerie companion of the current 
Pan. 

She is small enough to sit comfortably in 
your hand, but strong enough to carry you into 
the air, which she loves to do to those who ruin 
her mood. Tinkerbell, before finding Pan and 
coming to Neverland, was a fairly ordinary 

faerie. She was a Tinker faerie, handling pots and pans, and - 
as faeries go - was not particularly magical. Besides the 
ability to fly and create faerie dust, her only other gifts were 
her sharp tongue and extremely restless spirit. 

She often disagreed with fae rules - of which there are 
many - and would leave the Hedge alone often, sprinkling 
faerie dust on unsuspecting humans which would cause 
them quite a fright when they suddenly hovered into the air. 
Tinkerbell gave no thought to the aftermath that followed 
when these humans ran home to show their friends and 
family the magic they discovered - only to be met with 
worried and concerned faced when this time they did not fly 
at all. 

She eventually earned herself a distasteful reputation that 
spread further than Kensington Gardens, as faeries 
everywhere became familiar with cleaning up after her hijinx. 

She eventually ran away from home, after an altercation 
with the queen herself, and decided she didn't need faerie 
rules or the comforts of the Hedge at all She had her fun for 
a time, but that excitement soon faded and she was hit witha 
strong lonliness once it did. 

However lonely she became, however, her stubbornness 
prevented her from returning, she only lingered in the 
Gardens, just outside the Hedge entrance feeling anger at 
those who she felt forced her to run away. 

It was there that she found Bran. Bran was different than 
the other humans. Bran looked different than the rest, with 
features that could almost be fae - ears that came to just the 
slightest point, sharp angled bone structure, and eyes that 
seemed to reflect the moonlight by themselves. 

Most importantly, it seemed that Bran was young and on 
their own, having run away from their own life as well. It did 
not take long for the two of them to form quite a dramatic 
bond over their similarities, and that's when Tinkerbell 
thought of the plan to get them away together, somewhere 
they would never be alone and would never have to hide. 

She told Bran about the Neverland, and about the contract 
one needed to take it over. Maime had long wanted to come 
home, and Queen Mab was frought to find a replacement to 
fill this role. 

So Tinkerbell told Bran everything they needed to say and 
do to convince the faeries that they were the one, and with 
their combined cunning and a dash of desperation - the two 
of them pulled it off together. 

Tinkerbell often laughs about Queen Mab's expression 
once Bran signed the contract and she flew into view as the 
signature turned to thread on the parchment. 

Tinkerbell has been Bran's faerie ever since. 


TINKERBELL 
She/Her 
Tiny Fae, Alignment changes by the moment 


Armor Class 15 
Hit Points 15 
Speed 10ft./ Fly 60ft. 


STR DEX CON INT WIS CHA 
18 (+4) 12 (41) 1 (-4) 10 (+0) 6 (-2) 15 (+3) 


Condition Immunities Charmed 
Senses passive Perception 12 
Languages Common, Elvish, Sylvan, Undercommon 


Evasion. When Tinkerbell is subjected to an effect 
that allows her to make a Dexterity saving throw to 
take only half damage, she instead takes no damage 
if she succeeds on the saving throw, and only half 
damage if she fails. 


Carry Weight. Tinkerbell can carry up to two 
medium humanoids with her in flight. 


Protect Pan. As far as Tinkerbell is concerned, Pan is 
hers. She can sense when Pan is harmed or in 
serious danger, and will go to them regardless of 
any other task or situation. 


Actions 


Flurry. Melee Weapon Attack: Tinkerbell flies in 
quick circles around her foe's head, causing 
distortion. +2 to hit, reach 5ft., one target. Hit 5 
(1d6 + 2) psychic damage. Saving throw DC CON 
15 or fall prone. 


Tiny Punches. Melee Weapon Attack: +4 to hit, 
reach 5ft., one target. Hit 7 (1d6 + 4) 
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CREATING MORE FAERIES 
When creating more faeries for this universe, | 
prefer to start with the Pixie 5e rules and adjust 
from there. 

Faeries do not exist as a monolith, they have 
different skills, dreams, personalities, and fears just 
as anyone does. 


QUEEN MAB 


he is the Queen of all faerie kind, whether they 
know it or not. 

Queen Mab was the universe's first faerie, and 
her magic is what helps to create the faerie 
counterparts born to match each and every 
mortal being in creation. Her age gives her many 
strengths and abilities that other faeries do not 

have, but even still, every faerie in Kensington Gardens and 
beyond would likely give their life to keep her alive - or else 
they risk the end of Faerie kind all together. 

In person, she is always dressed like royalty. Queen Mab is 
never seen without a full length gown covered in faerie dust 
crystals that shimmer like stars, her silver tiara that looks 
like the weaving of branches together, and her polished 
wooden septor. Her hair sits permanently in a bun that 
nestles neatly in the center of her tiara. 

Despite how she may come across, the Queen has an 
infinite amount of love for both faeries and mortals, but with 
her age her emotions have become more difficult to interpret. 
She may appear to speak flatly, but her intentions are always 
aimed at keeping her people and the mortals they are bound 
to safe. 

One of her favorite and most precious moments are those 
where she can facilitate the reuniting of a faerie with a moral 
being. As mortals often do not believe in that which they 
cannot prove, they often stop believing in faeries and lose that 
connection. Should Queen Mab get the chance to reunite 
them in the belief of one another, she will do so with the most 
pomp and circumstance she can. 


QUEEN MAB 
She/Her 
Tiny fey, chaotic good 


Armor Class 15 
Hit Points 98 
Speed 10ft./ Fly 60ft. 


STR DEX CON INT WIS CHA 
10 (+0) 15 (+2) 12 (41) 18 (+4) 20 (+5) 18 (+4) 


Condition Immunities Charmed 
Senses passive Perception 20 
Languages Common, Elven, Sylvan 


Spellcasting. Queen Mab is a level 10 spellcaster 
who can cast spells from the Druid spell list with 
the use of her septor. Dancing Lights, Druidcraft, 
Sacred Flame, Cure Wounds, Faeerie Fire, 
Protection from Good and Evil, Enlarge/Reduce, 
Counterspell, Revivify, Wall of Fire, Tree Stride 


Speak with Plants Queen Mab can always speak with 
plants and trees. 


Actions 


MultiAttack. Queen Mab makes two attacks with her 
elemental dagger on her turn. 


Elemental Dagger. Melee Weapon Attack: +5 to hit, 
reach 5ft., one target. Hit (1d8+4) Ona Critical Hit 
(19 or 20) the Elemental Dagger will do an 
additional d4 of each type of damage: Cold, Fire, 
Force, and Thunder. 


PIRATES 


ny pirates whose ship has perished may find 
themselves sailing, lost among the stars in 
search of the beyond. Not all pirates know how 
to navigate the stars as well as they may boast, 
however, and ships have known to get lost on 
the journey. 

The Pirates on Neverland are Undead 
humanoids of any race and class, but you may find more 
fighters, rogues, artifacers, gunslingers, and barbarians over 
other classes. 


CAPTAIN JAS Hook 


The Jolly Roger is one such ship, and it's unlucky journey 
found the ship and it's crew lost upon the shores of 
Neverland. Captain JAS Hook went ashore on this mysterious 
Island in an attempt to find locals to help turn send them off 
in the right direction. 

However, he was met with an antagonistic prankster, an 
impossible, flying being that not only refused to help - but 
seemed to be insulted by Hook's very existence. Hook 
attempted to defend his honor with a proper duel, and quickly 
learned that this creature - who he would later come to know 
as Pan - does not value the same type of Good Form. 


FirsT MATE SMEE 
He/Him 
Small Undead Gnome, True Neutral 


Armor Class 12 
Hit Points 11 
Speed 3 Oft. 


STR DEX CON INT WIS CHA 
11 (+0) 12 (+1) 12 (+1) 10 (+0) 10 (+0) 10 (+0) 


Senses passive Perception 10 
Languages Gnomish, Common 


Undead. |f Smee is brought to zero Hit Points, He 
will awaken back in his Quarters the following 
morning with full HP. 


Actions 


Johnny Corkscrew. Melee Weapon Attack: +3 to hit, 
range 5 ft., one target. Hit (1d6 + 1) piercing 
damage. 


Light Crossbow: Ranged Weapon Attack: +3 to hit, 
range 80 ft./320 ft. one target. Hit: 5 (1d8 + 1) 
piercing damage. 


CAPTAIN JAS Hook 
He/Hi 
canes Undead Human, lawful evil 


Armor Class 14 
Hit Points 45 
Speed 3 ft. 


STR DEX CON INT WIS CHA 
16 (+3) 14 (+2) 14 42) 11 (41) 10 40) 14 (+2) 


Skills Athletics +5, Intimidation +4 
Senses passive Perception 10 
Languages Common 


Good Form. Captain Hook believes in a fair fight, 
and will not strike an enemy that is unarmed or who 
does not face him. 


Undead. |f Captain Hook is brought to zero Hit 
Points, He will awaken back in his Captain's 
Quarters the following morning with full HP. 


Actions 


Multiattack. Captain Hook makes two attacks with 
his Scimitar. 


Scimitar. Melee Weapon Attack: +5 to hit, reach 5 
ft., one target. Hit: 9 (1d8 + 5) slashing damage 


Fetch Long Tom. Captain Hook can use his full 
action to fire the ship’s cannon. Ranged Weapon 
Attack: +6 to hit, range 500/2000 ft., one target. 
Hit: 22 (4d10) bludgeoning damage. Long Tom has 
AC 18, HP 30 


FIRST MATE SMEE 


First Mate Smee is the second in command to Captain Hook, 
and has been aboard the Jolly Roger the longest next to him. 
However, they don’t share many of the same goals. Smee 
greatly prefers loot to vengeance or violence, and would 
rather be hunting for treasure again. Smee feels himself to be 
a fearsome pirate, but he appears to be so cute and sweet 
that many don’t feel right attacking him. If the Jolly Roger 
should find itself in real danger, Smee would seek to preserve 
himself and as much treasure as possible. 


THE LOST ONES 


SS) here are many Lost Ones, and more that come 
and go, but some have been by Pan's side for 
many years and have earned their place as 
Pan's trusted inner circle. They will often be 
privy to secrets, have first dibs on new 
missions and loot, and can even carry extra 
faerie dust. 


NIBS 


Nibs is Pan’s second in command and the battlemaster for 
The Lost Ones. He remembers very little of his life before 
Neverland and does not care to, as he only cares for fighting 
the Pirates and the Resistance, with little regard of 
understanding for the lives lost among the Lost Ones in the 
process. It’s rare to find Nibs without Pan, or vice versa, with 
the exception of times when Pan has left Neverland to recruit 
more Lost Ones. 


NIBS 
He/Him 
Half-Elf Fighter, Lawful Evil 


Armor Class 16 
Hit Points 49 
Speed 3 Oft. 


STR DEX CON INT WIS CHA 
17 (+3) 11 (41) 17 (43) 10 (+40) 9 (-1) 15 (+2) 


Condition Immunities Fightened 
Languages Common, Elven 


Command Ally. Nibs can have an ally make an attack 
with 1d8 extra damage in place of one of his own 
attacks. 


Fly. Nibs always carries a pouch of Tinkerbell’s dust 
on him, which Pan replenishes. 


Actions 


Longsword Melee Weapon Attack: +6 to hit, reach 
5ft., one target. Hit 10 (1d8 + 5) slashing. 


Crossbow, light Ranged Weapon Attack: +3 to hit, 
reach 80/32Oft., one target. Hit 4 (1d8) 


SLIGHTLY 


Slightly is a lanky, tall, human woman who holds her ability to 
remember (although often with wild inaccuracies) more 
about her life before Neverland as her greatest skill, and will 
often attempt to educate her fellow Lost Ones about worldly 
factoids. None of the Lost Ones question her insights about 
the world, likely because they also do not remember. 


ESSE SSS ey 
SLIGHTLY 


She/Her 
Human Rogue, True Neutral 


Armor Class 16 
Hit Points 28 
Speed 3Oft. 


STR DEX CON INT 
12 (+1) 20 (+5) 11 (+0) 15 42 


WIS CHA 
) 11 (40) 17 (43) 


Senses passive Perception 12 
Languages Common 


Sneak Attack. Slightly adds an additional 3d6 
damage to attacks made on unsuspecting targets. 


Disengage. Bonus Action 


Actions 


Rapier. Melee Weapon Attack: +8 to hit, reach 5ft., 
one target. Hit 10 (1d8 + 5) 


Shortbow. Melee Weapon Attack: +8 to hit, reach 
10ft., one target. Hit 8 (1d6 + 5) 


‘TOOTLES 


Tootles is a stout halfling, who appears to be sad compared to 
the other Lost Ones. They are extremely devoted to Pan, 
because they made a promise to be that way, but Tootles has 
never quite felt right. Due to this conflict, they will 
conveniently “miss” battles and are frequently knocked down 
or unavailable during crucial moments. Loudly, Tootles will 
express chagrin, and may call themself unlucky, but the truth 
is more complicated. 


‘TOOTLES 
They/Them 
Halfling Paladin, Lawful Good 


Armor Class 16 
Hit Points 39 
Speed 2 5ft. 


STR DEX CON INT WIS CHA 
11 (40) 12 (+1) 12 (41) 13 (+1) 14 (42) 15 (42) 


Condition Immunities Disease 
Senses passive Perception 12 
Languages Elvish, Halfling 
Luck Tootles rerolls natural 1s. 


Spellcasting Tootles is a level two spellcaster who 
can cast spells from the Paladin spell list. Cure 
Wounds, Protection from Good and Evil 


Actions 


Multi Attack Tootles can make two attacks with 
their Javelin 


Javelin. Melee Weapon Attack: +3 to hit, reach 
30ft./thrown 120ft., one target. Hit 3 (1d6) 


Dart. Ranged Weapon Attack: +4 to hit, reach 
30ft./thrown 120ft., one target. Hit 3 (1d4 + 1) 


THE I'WINS 


The Twins are two gnomish siblings that are identical at first 
glance. Pan does not like or understand this, and so of their 
allies, they are the least favorite. To lessen their hatred of 
them, the Twins do absolutely everything in unison. They 
speak at once, mirror each other’s mannerisms and 
expressions, and attack on the same initiative. This placates 
Pan, as they believes they are just two images of the same 
person playing a silly illusion trick. 


THE TWINS 
She/Her and He/Him 
Gnome Rogues, Lawful Evil 


Armor Class 15 
Hit Points 16 each 
Speed 20ft. 


STR DEX CON INT WIS CHA 
15 (42) 14 (42) 14 (42) 12 (41) 10 (40) 9 (-1) 


Senses passive Perception 12 

Languages Common, Gnomish 

Dark Vision The Twins can see up to 120 ft in the 
Dark 


Twins. The Twins act on the same initiative order no 
matter what. 


Actions 


Dagger. Melee Weapon Attack: +4 to hit, reach 5 ft., 
one target. Hit 6 (1d8 + 2) 


Poison Dart. Ranged Weapon Attack: +4 to hit, reach 
30ft./thrown 12Oft., one target. Hit 4 (1d4 + 2) 

The target must succeed on a DC 12 CON saving 
throw or be poisoned for 1 minute. The target can 
repeat the saving throw at the end of each of it’s 
turns, ending the effect on itself on a success. 


‘THE MOTHERS 


S Oy he leaders of The Mothers are Wendy and Lilly 
Darling, and have remained hidden from Pan 
and the Lost Ones successfully for longer than 
the other factions have been on Neverland. 
When they declared themselves married, they 
remembered that married couples often share 
last names. And, while neither could 

remember the last names they had before Neverland, they 
both called one another Darling frequently, and it stuck. 


WENDY 


Wendy has an enormous heart, but will be quick to defense if 
she does not know one's intentions. She carries quite a few 
literal scars from her time on Neverland, and besides being 
visible on her face, they come through her words which are 
often terse and blunt. Above all things she believes her 
purpose on Neverland is to defend the safety and agency of 
those on Neverland too young to do so for themselves. 


WENDY DARLING 
She/Her 
Half-elf Fighter, chaotic good 


Armor Class 14 
Hit Points 104 
Speed 3 Oft. 


STR DEX CON INT WIS CHA 
19 (+5) 18 (+4) 12 (+1) 4 (-3) 10 (40) 14 (42) 


Fey Ancestry Wendy has advantage against being 
charmed 

Proficiency /ntimidation +5 

Languages Common, Dwarvish, Elvish, Sylvan 


Extra Attack. Wendy takes two attacks on her turn. 


Improved Critical. Wendy scores a critical hit on a 
19 or 20. 


Actions 


Scimitar. Melee Weapon Attack: +8 to hit, reach 
5ft., one target. Hit 9 (1d6 + 6) 


Handaxe. Range Weapon Attack: +8 to hit, reach 
20ft., one target. Hit 9 (1d6 + 6) 


LILLY 


Lilly was a part of the current Pan's first group of Lost Ones, 
and while she doesn't have much memory of her time before 
coming to Neverland, she is considered an expert by all in the 
Resistance on all topics related to the Island. She is also 
credited with inventing the only known potion to resist the 
memory-wiping effects of Neverland. 

She is somewhat less quick to violence than her wife, 
unless of course Wendy or one of the Lost Children are in 
harms way. She strongly values ensuring that those children 
on Neverland are not simply kept alive - but are nurtured 
surrounded with love. 


LILty DARLING 
She/Her 
Human, lawful good 


Armor Class 18 
Hit Points 54 
Speed 20ft. 


STR DEX CON _ INT WIS CHA 
9 (-1) 1442) 9(-1) 14 (42) 17 (43) 18 (+4) 


Proficiency Medicine +7, Persuasion +8 
Immunities Lilly is Immune to Disease 
Languages Common, Dwarvish, Elvish, Gnomish 


Lay on Hands. Lilly has a healing power that can 
restore 50 HP per long rest as an action. 


Spellcasting. Lilly can cast spells from the Paladin 
spell list. Protection from Good and Evil, Sanctuary, 
Lesser Restoration, Zone of Truth, Beacon of Hope, 
Dispel Magic 


Extra Attack. Wendy takes two attacks on her turn. 


Actions 


Rapier. Melee Weapon Attack: +6 to hit, reach 5ft., 
one target. Hit 7 (1d8 + 2) 


PAN 
She/He/They 
Medium Fae, any chaotic alignment 


Armor Class 17 
Hit Points 135(1d8 + 54) 
Speed 3 Oft./60ft. 


STR DEX CON INT WIS CHA 
11 (0) 16 (+3) 17 (+4) 16 (+3) 14 (42) 20 (+5) 


Condition Immunities unconscious, exhaustion 
Favored Enemy Undead 
Languages Common, Elven, Abyssal, Sylvan 


Legendary Resistance (3/day). |f Pan fails on a saving 
throw, they can choose to succeed instead. 


Flight. Pan can always fly and as long as their faerie 
is alive and in their favor, they will never run out of 
faerie dust. 


Fae Contract. As long as Pan's contract to Neverland 
is intact and signed by them, should they die they 
will revive at the location of the contract in eight 
hours. 


Actions 


Shortsword. Melee Weapon Attack: +3 to hit, reach 
5ft., one target. Hit 6 (1d6 + 3) 


Lunge. Melee Weapon Attack: +3 to hit, reach 3 Oft., 
one target. Hit 7 (1d8 + 3) Pan uses their flight to 
speed up their attack on any target not already in 
combat. 


Legendary Actions 


Pan can take 3 legendary actions, choosing from Pan by GliniieoD 

the options below. Only one legendary action 

option can be used at a time and only at the end of PAN IS A TITLE 

another creature’s turn. Pan regains spent legendary Pan does not need to be a carbon copy of the boy from 

actions at the start of their turn. childhood stories, nor do they need to be a dark reimagining. 

Pan is a title, not a name, and so whoever you imagine has 

Summon Shadow. Pan summons an enemies own taken up the mantle of the Pan, can fill this role. 

shadow to come apart. Target must succeed ona 

DC 15 Charisma saving throw or their shadow will 4 h 

separate from them, and perform one command 

given by Pan. BELIEF 

Duplicate. Pan's own shadow will separate from Pan will lose their energy and motivation the fewer 

them, giving Pan two attack actions on their next residents on Neverland that have faith in them. 

turn. Shadow has 50 HP. Once it drops to 0, it will What that looks like in combat is up to you. Pan 

reattach to Pan as long as Pan lives. may lose their Legendary Resistance, become 

grounded, or may even choose to surrender. 

eee If Pan's faerie no longer has faith in them, or has 


come to harm, Pan will behave even more 
eradically than they already do. 


es ol 
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CHAPTER 6: RED HANDED JILL 


A LEVEL 1-3 ADVENTURE 


Precursor: Pan has recruited some new Lost Ones to the 
Lost Camp, including one that appears to be a fairly young 
human child, August. Later that day, Pan will recruit your 
party to visit the merfolk at Mermaid Lagoon, to see if there's 
any news on the island that Pan has missed. 


THE HOOK 


The Merfolk need to be coaxed out by Pan during the day, 
which they do using their Pan Flute. Four Merfolk emerge, 
and one woman that is many shades of shimmering red will 
swim up to Pan directly. The others will cozy up near the 
shore by the rest of the party, trying to convince them, quite 
sweetly, to come join them in the water. 

Optional The Lost Ones can roll a charisma saving throw 
to resist this charming temptation. However, if they fail, Pan 
will intervene. 

Pan relays to the party that the merfolk have brought 
interesting news, and flies with the party back to the Lost 
Camp to tell the others. There, Pan will relay that there is a 
new pirate aboard the Jolly Roger. Her name, Pan has been 
told, is Red Handed Jill Pan and many of the Lost Ones will 
seem excited at the opportunity to kill a new pirate, with 
some exceptions that the party may notice, particularly 
Tootles. 

Pan will recruit some to go off with them to fight this new 
fearsome pirate, which will include the party, and the new 
child recruit of the Lost Camp. 


THE JOLLY ROGER 


Pan will lead the party to the clouds to view the situation first 
before deciding on a plan. From the clouds, just before 
sundown, the party will notice that aboard the Jolly Roger, 
there is one enormous cannon secured to the center of the 
deck, a few crew members doing errands, and a few more 
playing some kind of game atop some barrels. Looking to the 
shore, the party sees a few abandoned row boats pulled up 
onto the sand, oars still nearby. Pan will present a choice if no 
one else does so: Attack now from the air in full sight, and 
fight right away, or sneak aboard from the water once it's 
dark, and perhaps come out of this with more supplies. 


IF THE PARTY CHOOSES TO ATTACK 


They will be spotted by Hook before they land aboard the 
ship, and combat will begin with Hook firing Long Tom once. 
From there, combat will proceed as normal (skip to combat). 


IF THE PARTY CHOOSES THE BOATS 


The party will wait until dark to sneak onto the shore and 
steal one of the boats. If they fail to be stealthy (DC 13) they 
will be attacked by two Scorpions. 


Once on the boats, they will have to row until they find a 
point of entry to the hull of the ship. Below deck is a long L- 
shaped hall of doors, with one large, ornate door at the 
bottom of the L-shape. Each door has a plaque with a name 
written in common, with two exceptions. The large door is 
marked "Captain's Quarters", and one door has no sign at all. 
There is also a storage room with a DC 13 lock. 

The party can discover with successful investigation 
checks (DC 15) that the unmarked door is most likely to be 
the new shipmate, however, if they fail to maintain their 
stealth, First Mate Smee will come out to investigate, 
potentially initiating combat. 


COMBAT 


If the party is discovered in either scenario, Captain Hook 
will spot them and call the crew to arms. Any crew member 
not tasked with keeping the ship afloat will join in, totalling 
10 pirates including Hook and Smee. Smee will avoid 
combat, especially if the Lost Ones are succeeding, but the 
rest of the pirates will not shy away from attacking any of the 
Jolly Roger's intruders. 

Pan and Hook will stay in direct combat with one another 
as much as possible. The party may notice that if Hook 
comes into combat range with August, he will decline to 
attack and attempt to move out of range, even if it is to his 
detriment. 

As crew members join the fight, Red Handed Jill will as 
well, appearing as a cloaked woman with one blonde curl 
peaking out from under her tri-corner hat. As soon as she is 
able, she will get into close combat range of August but will 
not attack him. Instead they will make their way discretely 
together away from the fight to the bow of the ship with the 
help of Wendy's Cloak of Elven Kind. 


ENDING COMBAT 

If more than five pirates are slain, Captain Hook will call a 
retreat. Pan will be so tickled by this, they will call the Lost 
Ones off and lead them away in victory. 

The same will happen if Captain Hook is slain. 

If the Lost Ones are losing the battle 

One option is that Captain Hook will attempt to take as 
many Lost Ones prisoner as possible, but he will leave them 
alive. Pan will never be captured, and may fly away to return 
later to rescue the Lost Ones. 

Another possibility is that a pirate from the crows nest can 
announce the appearance of Croc - in which case Hook will 
call the entire crew to focus their efforts on this beast and 
will give up the fight against the Lost Ones entirely. 


RED HANDED JILL 


If the Lost Ones do not notice August go with Red 
Handed Jill they will notice his absence at the end of combat 
with the pirates. 

If the Lost Ones do notice August go with Red Handed 
Jill they may attempt to intervene or question her. She will 
talk to the Lost Ones, however, if she feels that they are a 
threat to her or August, or feel that they have drawn the 
attention of the other pirates, she will make her exit by any 
means necessary. Any Lost One nearby when this occurs will 
see Red Handed Jill and August jump out of a port hole or off 
the deck into a similar row boat as those found on the shore. 
The boat has two other figures in it already. 

If the Lost Ones speak to Red Handed Jill alone either 
in her quarters, if they were successful in finding it, or briefly 
during the combat with the pirates, they may get her to reveal 
that she is here to bring August to the Mother's camp, where 
he will be safe and cared for and will not be put in harms way. 
If the Lost Ones are extremely successful in persuading her 
that they are safe, she may reveal that her real name is 
Wendy. Should the Lost Ones press her for the location of the 
camp, or wish to come with, the most revealing answer she 
will give is that they "should be vetted by the rest of the 
Resistance, just like everybody else." She will advise you the 
Lost Ones to find the Scorpions, and tell Pan nothing of what 
they spoke about. Red Handed Jill will default to keeping as 
much of this information to herself as possible. 


LOOT 


Depending on who the Lost Ones fight and where they 
search, they may find the following: 

Scorpions will drop: two shortswords, one vial of poison 

Slain Pirates will drop: up to four daggers, up to two 
scimitars, one blue gemstone, three gold coins 

Jolly Roger Storage Room contains mostly junk, but Lost 
Ones might find: an old map of a world other than Neverland 
(GM choice), a bag of ten assorted gem stones, a light 
crossbow and five fire bolts. 


AFTERMATH 


If August's disappearance is brought up to Pan after this 
encounter, Pan will seem not to remember him at all, and will 
become annoyed if pressed on the subject. 

If the Lost Ones tell Pan of the information they gathered 
from Red Handed Jill, particularly the mention of the 
Scorpions and the Resistance, Pan will enlist the part of Lost 
Ones as spies and send them to find the Scorpion hide out. 

The next time any of the Lost Ones see the Jolly Roger, they 
may notice that damage to the ship has been repaired, and 
previously slain pirates are back to work aboard the ship as 
normal. 


CHAPTER 7: MEMORIES IN THE DARK 


A LEVEL 5-7 ADVENTURE 


Lilly Darling has discovered a way to make memory potions 
that last longer. In order to finalize her research, she needs 
the players to travel deep into the Mermaid Caves and gather 
Meminisse Mushrooms. 


THE CAVE 


First, the party must enter the Mermaid Caves on the east 
side of the island without attracting the attention of either the 
mermaids or Croc. If the mermaids are alerted to the party’s 
presence, they can be persuaded to let them pass; the same 
cannot be said of Croc. 


MEET THE MOLLUSKS 


Deep in the spiralling sea cave system, the players will 
discover the driftwood and seashell village of Nacre. Here 
they find vendors of baubles and other useless items that 
have washed up from various worlds. The people who live 
here don’t often engage in combat, preferring to hide from the 
dangers of Neverland, and are therefore less skilled at 
fighting than the Scorpions. They are generous, if shy, and 
love to trade. They are also very sensitive to the light as they 
rarely leave the safety of the dimly illuminated caves. 

Mycena “Myce” Luxerna is the leader of the Mollusks. They 
are an Enby Drow Warlock with faintly phosphorescent 
“mushroom leather” armor. They can be harsh and 
suspicious but are extremely self-sacrificing and protective of 
their people. Myce thinks that it’s useless to try to defeat Pan 
and prefers to live off of his radar. 

Optional: If players earn Myce's trust, they will confide in 
them that they lost an object from their past in a fight with 
The Screeching Eyes, a terrible figment.. If the players return 
the object to Myce, they will teach them a safe way in and out 
of the caves in the future which will allow the players to avoid 
Croc and the mermaids. Myce’s lost item is a leather-bound 
book of portraits that they drew when they first arrived of 
their childrens’ faces, which they can no longer recall. 

Optional: If the players succeed at a persuasion role of 18, 
a “scout” Mollusk who is familiar with the caves may join 
them. Having the scout in their party will give the players 
advantage on perception and nature checks. 


MYCENA “MyYcE” LUXERNA 
Drow, lawful neutral 
They/Them 


Armor Class 14 
Hit Points 38 
Speed 3 ft. 


STR DEX CON INT WIS CHA 
14 (42) 17 (43) 11 (40) 9 (-1) 17 (+3) 13 (41) 


Proficiency Intimidation, Nature 

Skills Darkvision 120 ft 

Resistances Charmed 

Languages Abyssal, Common, Deep Speech, Elvish 


Fey Presence. Once per short rest, as an action, you 
can cause each creature in a 10-ft. cube from you 
to make a WIS saving throw (DC 12) or become 
charmed or frightened by you (your choice) until 
the end of your next turn. 


Dual Weapon Fighter. Myce can attack with both 
their weapons on their action. 


Actions 


Rapier of Warning. Melee Weapon Attack: +6 to hit, 
reach 5ft., one target. Hit 7 (1d8+3) 


Dagger of Venom. Melee Weapon Attack: +7 to hit, 
reach 5ft., one target. Hit 6 (1d4 + 4) 
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Notes ON MYCE 

Before finding their way to Neverland, Myce lived 
on a large lake, where they farmed across a series 
of small islands. Originally alone, they began taking 
in runaways, orphans, and outcasts of all ages. As 
more people arrived, the islands grew and 
connected into a complex system of rafts, bridges, 
and stilted platforms. All were welcome to stay 
under Myce’s protection as long as they liked, so 
long as they followed their code of community and 
non-aggression. Myce cared for each of them 
fiercely as their children, all the more so because 
few of them had known kindness before arriving. 
The code has informed how Myce approaches 
leadership of the Mollusks. 
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MEMORIES IN THE DARK 


JOURNEY INTO THE CAVES 


The cave system is a series of tunnels that spiral and loop back on themselves. It is easy for players to find themselves lost or 
making very little progress. The tunnels are dark, and occasionally lead to marine pools or flooded chambers filled with razor- 
sharp coral, leech-like starfish, and tangles of kelp that may try to drown the party. If the players create too much light, it will likely 
attract these creatures. Players with a passive perception of 17, or who beat a nature check of 17, may avoid these dangers 
altogether. If caught by the kelp, players will need to roll a 17 strength check to pull free. 


Powered by Inkarnate 


MUSHROOMS AND MONSTERS! 


The players’ destination is a cavern with cathedral-like ceilings. The wet stone walls are covered in giant, platter-sized mushrooms 
that have smooth, golden tops with vivid crimson gills underneath. The gills appear to move despite the still cave air. These are the 
Meminisse Mushrooms that Lilly requires. If the mushrooms aren't harvested gently, they will release red spores. Players who 
inhale the spores will need to roll a 16 on a Wisdom save. If they fail, they will begin to vividly relive a memory from their life 
before Neverland. 

The chamber is also home to a terrible figment, which is hanging from the ceiling, camouflaged. 


FIGHT CAUTIOUSLY 
Players must be careful not to disrupt the mushrooms during 
combat lest they release the memory spores. 
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THE SCREECHING EYES 


This Figment combines the body, beak, and 
tentacles of a giant squid with the wide, haunting 
eyes and long leap of a tarsier as well as the 
perception and screech of a bat. 


Armor Class 18 
Hit Points 124 
Speed 3 Oft. 


STR DEX CON INT WIS CHA 
22 (+6) 15 (+2) 18 (+4) 4(-3) 12 (41) 4 (-3) 


Skills Perception +5, Stealth +6 

Dammage Immunities Lightning, Bludgeoning 

Senses Passive Perception 15, Darkvision 180 ft., 
Tremorsense (arms and tentacles) 60 ft 
Blindsight 60 ft 

Languages None 


Keen Hearing. Advantage on Wisdom (Perception) 
checks that rely on hearing. 


Camoflauge. Advantage on Dexterity (Stealth) 
checks made. 


Regeneration. The creature regains 15 hit points at 
the start of its turn. If it takes necrotic or radiant 
damage, this trait doesn’t function at the start of 
its next turn. 


ACTIONS 


Multi-Attack. Monster can make 2 melee attacks 
with its tentacles on its action. 

Tentacles. Melee Weapon Attack: +9 to hit, reach 
5Oft., one target. Hit 14 (3d6 + 4)b + 7 (2d6)p. 
Target is grappled. It can release a grappled 
creature as a free action. 

Scream Burst. The monster exhales a screeching 
cry in a 30-foot cone. Each creature in that area 
must make a DC 15 Constitution saving throw, 
taking 10 (3d6) thunder damage and being pushed 
10 feet away from the monster on a failed save. On 
a successful save, a creature takes half as much 
damage and isn't pushed. 


LEGENDARY ACTIONS 


The monster can take 1 legendary action, choosing 
from the list below. Only one legendary action can 
be used at a time and only at the end of another 
creature’s turn. The monster regains the spent 
legendary action at the start of its turn. 
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Stunning Screach. The monster emits a horrific 
screech. Each creature within 20 feet of it that can 
hear it and that isn't a bat must succeed on a DC 
15 Constitution saving throw or be stunned until 
the end of the bat's next turn. 

Swallow. lf the monster has a medium or smaller 
creature grappled, whether in its beak, arm or a 
tentacle, it can swallow the creature whole, ending 
the grapple. If it has a creature in its beak, it must 
swallow that creature before attempting to swallow 
another in it’s tentacles. It can swallow no more 
than three living creatures at a time. While 
swallowed the creature is blinded and restrained, it 
has total cover against attacks and other effects 
outside of the monster, and it takes 21 (6d6) acid 
damage at the start of each of the monster’s turns. 
If the Monster takes 15 damage or more ona 
single turn from creatures inside it, the monster 
must succeed on a DC 25 Constitution save at the 
end of that turn or regurgitate all swallowed 
creatures, which fall prone in a space within 10 
feet of the monster. It will also automatically 
regurgitate any creatures if it loses four tentacles 
and flees. If the monster dies, a swallowed creature 
is no longer restrained by it and can escape from 
the corpse using 15 feet of movement, exiting 
prone. 


Loot 
Gems - 1 ruby, 1 opal, 2 onyx, 1 emerald 

Players who succeed at a nature skill check of 15 can 
harvest the beast's hide and bring it to a leathersmith in Nacre 
to be made into Armor of Fae Resistance. 

Optional: After the battle, players may find a journal of 
lovingly sketched faces in the creature’s nest. This is Myce’s 
sketchbook. 


HOME AGAIN, HOME AGAIN 


After gathering the mushrooms and defeating (or escaping) 
the Screeching Eyes, the players return to the village of 
Nacre. 

As you draw the leather journal out of your pack, Myce 
doesn't take much notice of the cracked brown binding. They 
take it from you, feeling the weight of it with a dawning 
recognition. Once opened, they begin to pour hungrily over 
the faces on each page. The moments stretch on until at last 
they return to the present, and stare deeply into your eyes. 
“Thank you,” they say. 

If the players choose to deliver the Meminisse Mushrooms 
to Lilly Darling, she will begin working on longer-lasting 
memory potions. 
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